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THE HAWK WILL 
TAKE YOU ON A 
MAGIC PAVEMENT 
RIDE TO SKATEBOARD 
NIRVANA, AND YOU 
WON'T NEED TO 
BRING YOUR HELMET. 
YOU CAN DEFY 
GRAVITY-EVEN MOCK 
IT- WITHOUT 
REPRISALS FROM ITS 
» FRIEND CON- 
30 CRETE. WE’LL 
M HELP YOU SET 
W THE WHEELS 


TOnY HaWK'S^ 
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We're Hole Worthy! 


It would be simple to intro¬ 
duce this review with o lot of 
exaggerated gushing about 
how top-rate Tony Hawk's Pro 
Skater is, but why not let the 
guru himself do the intros? 
UUe'll just sum up—incredible 
game, great multiplayer, sick 
pros, rad tricks. Tony? 

Not Worthy! 


Four debits of Hit 






























Warehouse: Woodland Hills 

They probably should get a better security system at this ware- compact area you’ll experience. While you're looking for boxes to 
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More Fun with letters 




l>'9 Air Cornin' Through! 












Downhill Jam: Phoenix 













The Fun Never Stops 
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BASEBALL 


The only new Nintendo 64 
baseball game this season! 
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CATCH THE NEXT 



SHOP 


»'p 


Come in 
and Find Out 
More About: 


Where the World Shops for Interactive Games! 


GAME AT 


$10 DOWN 
8QARAN 

your copy 

TODAY! 






What Tony Hawk s Pro Skater is to skateboarding on 
the N64, Excitebike 64 is to video game motocross. 
That is to say that it’s bruising, beautiful, challenging 
and huge fun. In every way, Excitebike 64 exceeds 
expectations and leaves the competition in the dirt. 








Tricky Ricky Stem 


Vicky Steele 
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arcade tank 


year’s ambi- L2? 

tious model W 

goes beyond Hjj:. >. 
the previous HE 
call of duty by H^ 
setting its 
sights on strategy 
and resource man- k 
agement. Who knew 
blowing things up could 
be so complex? 
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game that's more than just, slick, modernversion of its arcade predecessor. ffi | 






















I WANT YOU 
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THE FEW, THIP10U 


Listen if, Tvnnies! 


OUR IAN PLASTIC WAY or LIFE IS BEING THREATENED BY THE 
OLIVE MENACE OF THE GREEN ARMY! THE TAN ARMY NEEDS YOU TO HELP KEEP THE TXN WORLD AND OUR 
FOOTHOLD IN THE HUMAN WORLD SAFE FROM THE GREEN CURSE CREEPING OUR WAY. 1, GENERAL PLASTRO, 
WANT YOU TO HELP OUR CAUSE. IIIINK OF THE YOUNG TXNNIES, JUST HOME FROM THE TOY STORE, THE 
PRICE TAG STILL VISIBLE_DON T LET THESE FRESH 1XN MINDS BE SPOILED BY THE DISGUSTINGLY HONEST 

Green Army. Better yet-think of what will happen to you if you don’t help me with my a 

You ARE NOW OFFICIALLY RECRUITS, ONE AND ALL! 


Tin; Green Threat 



So pay attention! Super Stallior 

Chopper Cheating 
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FLICK suimnno 
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Spinning Neck Breaker 




Hairgrab Takeover 


Choke ‘Em 


i M'v\ 
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PLAY BALL 
























AT THE POUSSE*! 
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f) BLADE TOR THE AGES 







































IflnCIEIlT GREECE. 2300 BC 
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HlDOEN WORDS 



Mac didn't like to dance to ska, bui ff course, Emma did it to spite him. 
FINP THE 16 POKdMON NAMES. 

Lugging their kayaks. Emma and Mac continued their long trek to seek answer 
oddly haunting geyser that sprouted up in the river. They were both tired, so 
a stop in Sir Lancelot Park and felt safe. A row of tents crowded the sand\ 
leaving them no room. Any tent was better than nothing, but Emma and Mac 
an unoccupied tent. A cool breeze began to blow in, and the two felt t 
around. They decided to move on by riding one of the camper's horses to t 
The horse elevated its head and spied Mac as he approached with his ka 
to be friendly, but It let out a growl. It headed for the hills in a wrath 
Angry Mac hopped and yelled, "A horse, a horse! My kayak for a horse!* 

'I guess we’ll have to row to the geyser," Emma remarked. 

'Emma, row a kayak and watch out for the stupid geyser in the middle 
of the river," Mac ordered. 

'How far? Can I nearly miss the geyser?" she asked as she rowed 
against the swirling water. As she would soon see, veering would be 
her best option. Paddling harder and harder, Emma managed to back 


waterspout. "I figured ou 
squirting, vile plume!" 


ce of the geyser," she shoutei 


























mm 










































































































Reserve your game 
today at FuncoLand!!! 




FuncoLand 

Bring Home The Fun 

MiNiimo< j Order @ www.funcoland.com 

j 1-888-684-8969 (Toll Free) (Nintendo) 

Visit us at any of our 400 store locations 





















| eight Lifting 


Javelin Throw 
















































[4]Long Jump 


C T^B 


2J Trapshooting 3 G a°p° ~$] Vault 


SECRET EVENTS 


hold Z to begin your jump. 

















j^llOOmBreaststrokei^inl riple Jump 



Day 1 I Day 2 I Day 3 






















THE TOP SECRET 


GOOMBA GAZETTE 































DONKEY KONG SPEAKS 


Funky Kong and Candy Kong. Is i 


Reporter: Well, DK, the people wai 


is I do. And Diddy. Everyone has the 
Reporter: Well, the phone book in 


Donkey Kong gone ape? Pi. 


KAZOOIE’S RUM0ROONIES 


I WANT IT RCCIPi For HeAliu 

THAT WAY! 

_j_. , . for VideoflJl ," 9 :book rul'T 5 






LINK’S AWAKENING 


Quiz-Show Quarrel 
















America's Most ^mteo 

WHITED I a= I 

WANT 
































TOPGEAR 

HYPER- 



. >» - __ 

in with the nitro-powered Top Gear 

__ id have tackled dirt bike racing with 

the same intensity and gusto in Top Gear Hyper-Bike. An impressive 
combo of rugged dirt roads and smooth street tracks makes maygiii 
this racing game a wild ride. 0 


THE ROAD LESS TRAVELED 






DON'T FORGET YQUR HELMET 


Celtic Coastline 


Egyptian Ruins 


























player's polE contest 




enter to win! 


YOUR VOTE 
COUNTS 

























































































































GAME BOY coux 



HERE’S 3 NEW WAYS 
TO SCREW AROUND 
AND ACCOMPLISH 
NOTHING! 
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WHAT’5 THE BE5T WAY TD DESTROY THE REACTOR CORE lfj) 






































Triumph! 


Explore! 
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I Psychic Club 























































































































A DONE DEAL 



























































































I Loop the Loop 


Strafing 




Stay Centered 
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Wings of Fury is a fe 
pulled in all directi 


ietailed flight 
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H FIy Sky High 1 Landing 

5'£S! Kii S5HH 

s eemoreo,wtet ' s sfcKSr* 


Barrel Rail F~T~~} Fly Sky High 
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Understand Ynur Arsenal 


Break up the Installations 

Caret uHy targenhe large installations and 


Self-Repairing Ungues 


PH 


Beep Ynur Byes un the Panel 

































































BATTLEZONE: RISE OF THE BLACK DOGS 


The classic tank game treads into strategic territory. 

GRAPHICS: The bland graphics basically 
boil down to various colors of dirt. The 
units are techie and cool. 

PLAY CONTROL: Batdezone is about plan¬ 
ning and shooting. With its first-person view, 
the game has you accessing command menus 
and pointing to building sites with your 
crosshairs. The action on the ground is fast 
and furious, and some of the weapons require 
special control moves. 

GAME DESIGN: Event-triggered crises sur¬ 
face at key sites, adding new objectives to 
your to-do list, similar to Rogue Squadrons 
objective-based warfare. But what could be 



action-packed pacing is sacri- j 
ficed for micromanagement— J 
the PC side of the game that’s a 
bit awkward on the N64. 

SATISFACTION: This is not the Batdezone I 
you remember. Crave made a valiant effort I 
injecting resource management into the I 
game, but planning and building make the I 
action stop-and-go. 

SOUND: For the most part, the grand I 
score, explosions and sounds of screech¬ 
ing metal are right on target. 

COMMENTS: Drew - A genuinely fast-paced I 
strategic war game. Jason— Its ambitious I 
approach is undone I 
by clumsy controls. I 
Kyle — The modes have I 
decent depth, but this I 
game takes itself too I 
seriously. 


M Q 

GRAPHICS 

Crave/128 Megabits 

PLAY 

1 to 4 players 

CONTROL 

simultaneously „ 


Controller and Rulnble 

GAME 

Pak compatible 

DESIGN 

Expansion Pak 


enhancements 

SAT. 

35 missions 



SOUND 


NINTENDO 

VL The ESRB has 1 

POWER 

deemed 1 

STAFF 


Battlezone 
[ appropriate for Everyone. 

The board does cite that 
f the game contains animat¬ 
ed violence, but that’s only 
n the form of tiny astro- 
rauts and cosmonauts 
[ who vanish when shot. 



RAT ATTACK 


Al 

R ? 


Mindscape introduces a new game of cat-and-mouse. 


GRAPHICS: The cats and household 
settings come alive with a bold and 
off-kilter cartoony look. But in the 
cramped multiplayer mode, you’d never 
even notice, since the camera zooms way 
too far out to fit everyone on screen. 

PLAY CONTROL: Things move fast, but the 
controls are simple enough so the young tar¬ 
get audience or the occasional Cat Fancy sub¬ 
scriber can handle the rodent roundup. 
GAME DESIGN: The object is simple, which 
makes the game instandy enjoyable but not 
necessarily replayable. Controlling one of 
eight felines, you must save various rooms 



from being trashed by rampant 
rats. By lassoing them in a box 
oudine you drag across the floor, 
you can capture the rats to meet the exit 
quota. Power-ups, obstacles and dogs come 
into play, and once things pick up, it’s easy 
to get caught up in the frantic swing of 
things. 

SATISFACTION: Rat Attack will appeal to 
younger gamers, or even arcade fans 
who’ll go for its throwback approach of 
making every level more of the same, but 
just a tad more fast and furious. 

SOUND: The cheesy vibrato organ pop fits 
the Saturday morn¬ 
ing cartoon feel, but 
it also seems ready 
for the elevators, too. 
COMMENTS: 

Andy- Original game 
play that’s suitably 



GRAPHICS 


5-6 

Mindscape/64 Megabits 

PLAY 

One to four players 

CONTROL 

simultaneously 

6.8 

Controller Pak 

GAME 

compatible 

DESIGN 

Over 50 single-player 


levels 

SAT. 

Over 15 multiplayer 
levels 

SOUND 


^0 1 

W*\ Rat Attack was 
awarded with an 
E rating from the 
ESRB. The game is suit¬ 
able for all ages-not only 
is its cartoony action 
pure, harmless slapstick, 
but its concept is simple 
enough for beginners to 
pick up. 
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What's the matter? 

Seen a few monsters lately? 

Pfay Monster Rancher Battle 
Cari;8nil: krh your fears into fun. 
Exptorejhe mysterious island with 
your mongers. Collect stone discs 
and takfftep |fthe shrine to unleash 










ECW: HARDCORE REVOLUTION 


Acclaim’s got a new attitude for wrestling. 


GRAPHICS: The settings are grimy like 
the ECW, but the characters never seem 
to interact with those dingy backdrops 
since they’re too busy floating or sliding 
around (even when they’re lying down). 
PLAY CONTROL: Just about all the features 
that were in Acclaim’s previous wrestling 
game, WWF Attitude, pop up in ECW, but 
somewhere along the way the play control 
took a wrong turn. The hit detection 
stumbles often, and the combo system 
seems stubborn. 

GAME DESIGN: Think Attitude but with 
its modes set in barbed-wire rings. 


' J Mt . '9 * * 

— f x 

' " 

1 k. Jk Hr M BP 1 " 


SATISFACTION: Though Acclaim jHj 
bulked up ECW with pretty jflHj 
much everything from WWF 
Attitude, the game reeks of the ECW’s 
gutter-minded gimmicks. If you like your 
wrestling filled with cheap shots, trash- 
talking and the ECW’s trademark “hard¬ 
core” violence, you’ll eat this one up. 

SOUND: They may be vulgar catcalls and | 
outdated metal riffs, but they’re crystal clear. 
COMMENTS: Sonja— The combos work only 
sometimes. Skip it Andy— Terrifically tasteless. 

It has the greatest Create-a-PlayerMode I’ve 
ever seen. Kyle— Eww...this game made me 
feel dirty. Jason/f’s 
like WWF Attitude 
crossed with Jerry 
Springer — it’s trash 
that’s fun to watch, 
but not something I'd 
recommend participat- | 
ing in. 


i 5.9 

5 


• Controller and Rumble 
Pak compatible 

• Over 40 ECW stars 


|" -I 

I vJ%| Just for begging 

B..ITI.I the question, "Do 

we really need to 
see a polygonal character 
i in a thong?" ECW deserves 
a Mature rating. But the 
raunchy game also earns 
[ its undeniable M ranking 
for being lewd, crass, bru¬ 
tal, profane and violent. 



DAIKATANA 


Kemco unloads a first-person shooter about a sword. 


GRAPHICS: Daikatana deals with time 
travel, transporting you from 25th- 
Century Japan to places like Ancient 
Greece and tomorrow's San Francisco. 
Despite the potential of the settings, 
verything has a generic dungeon look, 
and the cinema scenes are agonizingly 
dull and uneventful. 

PLAY CONTROL: Daikatana gets by with 
Turok’s Controller configurations, but 
aiming tends to be jerky and imprecise. 
GAME DESIGN: The game was created by 
John Romero, the man who’s generally cred¬ 
ited with inventing the Deathmatch. His 



only real innovation this time j | U 111 

around is that this shooter offers 
minor RPG elements in the form 
of fairly inconsequential attribute building. 
SATISFACTION: Though it offers decent I 
find-that-switch puzzle elements, Daikatana I 
is still just a by-the-numbers shooter. 

SOUND: Daikatana’s not much of a listen- I 
ing experience—grunts and explosions I 
break up an otherwise quiet game. 
COMMENTS: Sonja-P/ie SuperNESDoom 
is better than this. There aren’t enough ene¬ 
mies, and game play is way too linear. 
Jennifer-Pretty cool name for such a lame 
game. It looks so-so 
and it's boring. 

Kyle — Fairly slick 
graphics. I sense they 
were trying for some¬ 
thing big. Drew — This I 
game would have been I 
a sensation in 1990. 


simultaneously 

• Controller and Rumble 
Pak compatible 

• Expansion Pak 
enhancements 


a- 

mjlf The ESRB 

UE__I slapped 

Daikatana with a 
Mature rating, since the 
game is up to its ears with jj 
the requisite gore and high j 
body counts that you'd 
find in Turok, Quake or 
t other first-person 


5.6 


PLAY 

CONTROL 

6.3 
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MOTORCYCLE RACINGS! 
1 IT EE 


Big air. Fast Tracks. Whether you're into high-flying motocross 
racing or knee-scraping street bike action, 
™~«HYPER-BtK* opens the throttle on gritty, two¬ 
wheeled fun. Strap on your brain bucket and test drive these 
features: 

1 or 2 player 

Four incredible modes of play: Single Race, Time Attack, Trick Attack, 

and Championship. 

Use Track Editor to create your own mind-blowing tracks. 

Race on the street and in the dirt using 16 authentic race bikes from 
and 

Unlock hidden bikes and bonus courses by winning race seasons in 

Championship Mode. 



Exclusively Distributed By: 

“ j bbbmb 

■ 111 l I i i l I I www.too-aear.com , ,<i iUh -ii.H! n 






i POKeMON TRADING CARD GAME 



A video game based on a card game based on a video game... 


GRAPHICS: Considering this is a card 
game, the developers could have easily 
— copped out and skimped on the game’s 
look. But as it is, Pokemon TCG offers 
plenty of great anime to gawk at. 

PLAY CONTROL: The menus can get con¬ 
fusing, but, overall, the efficient controls 
and their functions do the trick. 

GAME DESIGN: Pokemon TCG is the per¬ 
fect primer for gamers who want to take up 
the card-playing game since it’s a bang-up 
translation and inviting version of the 
complex Wizards of the Coast game. 
Presented in a shallow adventure format, 
the game lacks substantial 
role-playing elements, but 
it serves its purpose 
of matching you against 
other duelists in town. 

SATISFACTION:The adven¬ 
ture is minor, but card 
fanatics and newbies will 


like that the deck-building strategies are 
identical to the real card game. Better yet, 
the GB version includes some exclusive 
cards and some of the CPU opponents can 
play a downright mean card game. 

SOUND: If you need happy music to play 
cards, TCG’s peppy tunes will pick you up. 
COMMENTS: Dan— This is a great way 
for players to hone their deck-building skills 
without having to own a ton of cards. 
Jennifer— The quest is on the short side, and 
the RPG elements aren’t that deep. 
Kyle— There’s enough complex strategy in deck 
building to keep it interesting for a long time. 



PLAY 

•lor 2 players CONTROi 

simultaneously **■<> 

GAME 
DESIGN 

• Game Link and Game CS.€» 

Boy Printer compatible 

• Infrared port capabilities c» '«» 



| RAINBOW SIX 


y Go somewhere under the rainbow in a shrunken version of R6. 


3 GRAPH ICS: You’d think a military game 
ra would be heavily colored in olive drab, 
but, appropriate to its name, Rainbow 
Six sports colorful and detailed (albeit 
tiny) graphics. 

PLAY CONTROL: The setup is like the N64 
game, so you must recruit your teams and 
plan your attack before undertaking each 
mission. It was complex on the N64, and 
it’s even more complex on Game Boy. Or 
maybe it’s just frustrating—managing 
your menus can be a bear to control. 
GAME DESIGN: While the N64 game had 
a a big element of surprise in it, it’s lost 
in the GBC version, since 
the three-quarter view 
exposes enemy hiding 
places. Still, planning your 
missions is a major part of 
the game, and all the 
strategizing of the N64 
game remains in tact. 


SATISFACTION: Red Storm took a good 
stab at preserving the game, but really 
you’re just going through the motions 
with useless planning in the GBC version. 
SOUND: The sound isn’t particularly note¬ 
worthy, since the music and sound effects 
are pretty standard fare. 

COMMENTS: Andy— Very similar to the N64 
version. I’m thankful it’s not a platformer. 
Jennifer— The game is too complex for a 
quick pickup. You may get tired of setting up 
your tiny teams over and over again. 
Scott— The planning phase is all but pointless 
in this game, unlike the N64 version. 
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The GBC version makes better use of Mickey Mouse 
than last year's MTC for the N64 did. Integrating adven¬ 
ture elements into the puzzler, MTC sends Mickey into 

_a town to meet various Disney characters. They in turn 

1^1 will reward you if you can beat their puzzle challenges, 
I—I such as clearing a number of lines within a time limit. 


A solid translation of Capcom's tried-and-true fighting 
franchise, Street Fighter Alpha brings the lightning-quick 
martial artistry of the arcade game to the tiny screen. 

_ja The colors aren't the most spectacular, but Street 

m Fighter is all about fighting, and the GBC version 
delivers it with punch. 

Most GB translations of N64 games take a bit of tweaking 
and suffer in the process, but Ready 2 Rumble is very close 
to its big brother. The boxing game boasts 10 of the NB4 

_- game’s palookas and sports great rock-'em, sock-’em 

W action. Thanks to voice samples and digitized images 


straight from the N64, the game doesn't skip a beat. 

Snowmobile company Polaris lends its license to Vatical 
for a racing game that's slicker and sleeker than most 
other top-down racers. The bird's-eye view lets you see 
a enough of the track so you're never steering blind, 
r^l while the jumps, moguls and ice patches that litter 
the numerous courses keep navigation unpredictable. 

A curious variation of Deer Hunter, Ultimate Paintball 
replaces the bullets with paint and deer with people. The 
capture-the-f lag game plays like a shooting gallery that 

..«i shoots back, as the human canvases pop in and out of 

bushes. Sorely lacking a two-player mode, Paintball 
simply flirts with tedium and is far from the "ultimate." 
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AGE RATINGS 

Early Childhood ^Teen(13+) Adult (18+) 1 

F/JiiTTTI p i L . i J i1 il.l -j 

|^| All Ages I fji Mature (17+) Rating Pending • 
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On a desert planet 
scorched by twin 
suns, bounty hunters 
scour the planet 
looking for Vash the 
Stampede, a gun¬ 
slinger so 
dangerous, a 
$$60,000,000,000 
reward has been 
placed on his head! 
Vash, also known as 
the Human Typhoon, 
has been credited 
with the destruction 
of several towns, but 
miraculously, there is 
no record of him ever 
taking a life, and 
Vash rarely even 
draws his weapon. 
However, only two 
things ever happen to 
those who catch up to 
Vash - they either 
crawl away wounded 
(mostly from self- 
inflicted damage), or 
they stagger away in 
disbelief that such a 
dork could possibly 
be the man they are 
looking for! 


DVD $29.98 
VH5 $2-4.98 


w 


% 


~ The violence and comedy 
in the dusty Sci-Fi 

G Western setting of Trigun, 
strongly appeals to 
American audiences, par¬ 
ticularly to the teenage 
— males that remain the 
core of the Anime consumer market. 
The heroic themes and actions of the 
main character, laced with comic 
relief, communicate a wholesome and 
yet entirely watchable program that 
appeals to kids of all ages. Pioneer 
Entertainment is rating this program 
13 UP because of the extreme vil¬ 
lains, the intensity of some situations, 
and the high level of violence that 
may scare younger viewers who may 
not realize that, for the most part, no 
one is getting hurt. 


11 


loo 


For more information, check out: 
www.pianeeranimation.com 





The Inside source for all 
Nintendo News. 


PERFECTION 


COMES TO GAME BOY COLOR 

eave it to Rare to break the bound- and puzzles. At this time, we don't know 
I aries of a hardware system and show what rating the game will receive from the 
just how exciting the future is for gaming. ESRB, but we already suspect that the 
The latest breakthrough from our friends gaming world will rate it P for Perfect, 
in Twycross comes in the form of Perfect 
Dark for Game Boy Color. 

These first published shots 
of the game are remarkable 
for two things — the sharp- 
s of the detail and the 
variety of perspectives. Far 
from producing a standard 
platformer to take advan¬ 
tage of a popular name, 

Rare is using the Perfect 
Dark brand to introduce 
gamers to a richer, hand¬ 
held gaming experience. 

Rare makes use of the entire 
platform with two-player 
Game Link options, 

Infrared dataport transmis¬ 
sions, Game Boy Printer 
compatibility, a Rumble 
feature and a Transfer Pak 
function for communicat¬ 
ing between the GBC and 
N64 games. The story fol¬ 
lows Joanna from her final 
training at the Carrington 
Institute to her first mis¬ 
sion as an agent. It’s a new 
story in seven original mis¬ 
sions with lots of weapons 



























SECOND ATTACK IMMINENT! 
BOMBERMAN RESPONSIBLE 

hen Bomberman’s shuttle 

is sucked into a Black 
Hole, it’s just the beginning of the 
latest adventure for the plucky, not to 
mention explosive, character from 
Hudson Soft and Vatical Entertain¬ 
ment. The latest incarnation of 
Bomberman for the N64 has more of 
an action RPG feel than previous 
games in the series. With a new 
helper named Pommy, Bomberman 
must free himself from prison to seek 
and seize the seven stones that Rukifellth 
uses to enslave seven worlds. Bomberman 
will face all sorts of enemies from 
Rukifellth’s BHB Army, but he’ll have the 
best explosives in the galaxy to help him 
on his quest. 

Fire in the hole 

As always in Bomberman’s adventures, the 
key to victory is placing your bombs strate¬ 
gically to blow up enemies and obstacles. 

It's also important to find special bombs, 
most of which you’ll find by blowing up 
stuff, too. Basically, this game is one big, 


happy bomb-fest. Blow up, or try to 
blow up everything. Of course, you 
can’t toast Bomberman while you’re on 
your pyrotechnic binge, so caution is also 
key. Tutorial levels help newbies explore 
the many ways Bomberman uses explo¬ 
sives, and a character named Lillith gives 
game advice along the way. So how does 
the Story Mode differ from earlier 
Bomberman games? It's partially a matter 
of good design and partially solid play con¬ 
trol. The 3-D cinema scenes help fill out 
the story and give this Bomberman title 
more of a sense of humor. 



Penny loves Bonby 

Bomberman’s new ally, Pommy, is a weird 
little guy who adds a big element to the 
game. A second player can join in the Story 
Mode using Pommy. The only restrictions 
are that Pommy won’t fight against bosses 
or in Gravity Generator rooms. In other 
areas, though, Pommy can attack enemies. 
Bomberman can help Pommy grow, as 
well. If you feed him meat, he’ll 
grow stronger, and if you give 
him veggies, he’ll grow smarter. 


More bombs for 
more fun 

One of the best parts of any 
Bomberman game is the multi¬ 
player option. When you 
first play The Second Attack, 
only the Survival and Chal¬ 
lenge Modes are open. You’ll 
open up more multiplayer 
modes by winning the Chal¬ 
lenges. Up to four players can 


join in the fun in a wide variety of arenas 
with options for ghosts, time limits, num¬ 
ber of victories and other elements, such as 
Shuffle and Sudden Death. There are five 
Battle Types and eight arenas for each 
Battle Type. The traditional Bomberman 
multiplayer game is just one of the five 
types. The other types include team 
matches, coin-collecting matches and 
high-score matches. 

Bomberman's new 
clothes 

Bomberman 64: The Second Attack looks 
good from any angle, but it can also look 
more the way you want when you use the 
Customize Bomberman option. The idea is 
to create your own Bomberman using var¬ 
ious parts that you collect in the Story 
Mode. Once you have the parts, you can 
create your own Bomberman, save it on a 
Controller Pak, and import it into multi¬ 
player matches. There’s even more to this 
game, but we’ll wait until next month for 
further in-depth coverage. 


Light the fuse and stand vaaaay back.... 
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PakPlay 

Hands-on provlovs of npeoning games. 


UFO SIGHTED IN ALLEY 


H ew licensee UFO Entertainment is 

planning a summer release for 
Super Bowling, a game that hails from 
Athena in Japan. This N64 bowling title is 
as far from the ordinary bowling sim as 
you’re likely to see. For instance, you can 
bowl in a garage instead of an alley. Six 
secret alleys, such as one in a forest, are 
locked away. There’s a Stage Mode that lets 
you bowl at top speed against a CPU char¬ 
acter opponent, a Challenge Mode where 
you’re given difficult splits, a Golf Mode 



that’s scored by the total number of 
balls it takes to clear an alley and the 
Open Mode, which is a tournament 
for single, team or doubles action. The 
play control system puts a few spins 
on standard bowling meters, but it’s 
easy to learn. A combination of ball 
cam and alley cam windows gives you 
the complete picture on every throw. 
Top it off with a lively sound track— 
you’ve got the most innovative and 
interesting bowling title in years. 




NINTENDO SHRINKS ALICE 


f you think that Alice from Disney’s 
Alice in Wonderland controls her 
growth by nibbling on mushrooms, think 
again. The real shrinkage occurs when 
Alice squeezes into her upcoming romp for 
Game Boy Color. Digital Eclipse, Disney 
Interactive and Nintendo of America 
teamed up on this title, hoping to pack the 
curious storybook heroine into a game 
that mixes easy action with simple puzzle 


play. Our test version at Pak Watch turned 
out to be a beautiful game with more glit¬ 
ter than the Cheshire Cat’s grin. Reflective 
surfaces and smooth animations are just 
two of the graphical tidbits in this feast of 
fun. Film fans will recognize areas of the 
game modeled after movies scenes, such as 
Down the Rabbit Hole, A Mad Tea Party, 
and Paint the Roses Red, and they’ll reac¬ 
quaint themselves with Tweedledee & 


Tweedledum, the March Hare, the Mad 
Hatter and other characters from the Dis¬ 
ney animated movie. The action takes 
place in side-scrolling and isometric per¬ 
spectives, and plentiful cinema scenes 
convey the story. There’s even a two-player 
hide-and-seek mode that lets two players 
hide and hunt on one Game Boy Color. 
Alice should step through the retail look¬ 
ing glass early this summer. 
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THE RETURN OF LEGENDS 






hen Natsume recently informed the games 
us that Legend of the River they are 
King 2 and Harvest 
Moon 2 were on the 
schedule for this 
fall, we immediately 
started canceling 
appointments and 
vacations. For fans of 
these unusual RPGs, 
the reason will be 
clear, but for those of 
you who have never 
worked to bring in 
a crop of virtual 
veggies or to land a 
virtual trout, let us 
say a few words about 
Natsume s life-RPG 
games. They may 
seem silly, but the 
strategy level is high, 


are non-violent, and 
This 
1 of 

GBC games has all 
new stories and var¬ 
ious other features. 

For instance, in 
Harvest Moon 2, 
players can choose 
their gender — thus 
removing one of the 
few objections to 
the original games. 

The length of the 
game’s timeline 
increases to three 
years for HM2. In 
Legend of the River 
King 2, players choose to ing two lost gems. Although Natsume 
begin the game as either a kid hopes for early releases of both titles, we 
or a teenager. There’s a new expect a realistic date is late summer or 
story with the goal of recover- fall. It will be worth the wait. 


RACING WITH FINS 



That’s not to say that Midway’s Stunt Racer 
3000 has Finnish drivers. No, as you can see 
in the screen shots we’ve taken of this upcom¬ 
ing racer, the fins are on the retro-style cars. 
Boss Games, the creators of last year’s highly 
polished World Driver Championship and 
this year’s SR3K, is putting the final glow on 
this year’s racing spoof. But it turns out that 
the joke will be on players who don’t take this 
game seriously. Imagine F-Zero with retro 
cars and a system for pulling stunts. Now that 
we’ve seen it, we don’t have to imagine. We’ll 
have more on this one soon, but for now, 
enjoy the view from the year 3000. 


































Never count s Power 
Banger out 

The Power Rangers seemed to be down for 
the count several years ago, but their for¬ 
tunes have recently revived with a popular, 
new TV series, Power Rangers Lightspeed 
Rescue. And that popularity will translate 
into a new N64 game from THQ. due this 
October. Power Rangers fans will enter a 
vast 3-D world, 30 stages long, where they’ll 
pilot Power Ranger vehicles and even the 
giant Mega Zords as they seek to save peo¬ 
ple from an assortment of monsters. 



Tony Fawk does GBC 

As the Tony Hawk phenomenon sweeps 
the N64, get ready for a smaller version of 
the skateboarding game to hit Game Boy 
Color this May. Tony Hawk’s Pro Skater 
for the small screen packs some big action. 
The Halfpipe Mode features three parks 
where players get big air and pull monster 
stunts. The Tournament Mode features 
five courses where players go head-to-head 
with three CPU opponents. Each boarder 
is racing, picking up items and grabbing 
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stunts for points. There’s also a One-player 
vs. CPU Mode. Courses range from city 
streets to the dockyards where Tony and 
nine top boarders can grind all day long, 
and you can join in the fun. 

Color a Dinosaur? 

Before you start thinking this news item 
has anything to do with an old edutain¬ 
ment title for the NES, stop. Dinosaur is 
the name of the upcoming Disney ani¬ 
mated feature that’s scheduled to release in 
theaters this May. Through our overseas 
sources, Pak Watch has learned that Ubi 
Soft has acquired the rights to create a 
Game Boy Color title based on the ani¬ 
mated film, and the game will release 
simultaneously with the movie. Although 
we don’t have any screen shots at this time, 
we did get a sneak peek at the game. 
Players take on the role of the dinosaur 
herd members, such as Aladar, Eema, Plio 
and Zini, as they perform tasks. Each 
member has attributes that may make it 
ideal for particular situations—sort of like 
an overhead-perspective Lost Vikings. 

Deer Diary 

If you enjoyed blasting Bambi in Deer 
Hunter, GT Interactive has the next 
hottest thing in virtual blood sports — 
Rocky Mountain Trophy Hunter for Game 
Boy Color. This time around your quarry is 
the cunning Rocky Mountain Big Horn 
sheep — a wily opponent armed with two 
curly horns that could knock you silly if 
you don’t watch out. Fortunately, you can 
defend yourself with a rifle and high- 
powered scope, stopping the evil sheep in 
its tracks long before it even gets a whiff of 



you. If you want to be more sporting about 
it, you can go after the trophy with a bow 
and arrow. How do you get close to such a 
suspicious animal? Cover yourself with 
sheep smell—Ewe ‘d cologne. Yes, the joys 
of the great outdoors will be yours to savor 
when Rocky Mountain Trophy Hunter is 
released next month. 

Kora Game Boy 

April is known for showers, and this 
month, news of new Game Boy Color titles 
is pouring in. The flood gates begin with a 
watery wonder from Vatical Entertain¬ 
ment. Vatical has been picking up steam as 
a developer for Nintendo systems, and its 
GBC lineup is its real strength. That posi¬ 
tion gets even stronger with VR Sports 
Power Boat Racing. This game features 
very fast action on overhead perspective 



courses that often pass through tunnels or 
send your boat over jumps. The four modes 
include Arcade, Single Race, Challenge and 
Practice. Races take place on six interna¬ 
tional courses. 

Infogrames’ Ronaldo V. Soccer features 
the Brazilian star in an international soc¬ 
cer game. There’s a lot of soccer packed 
into this title with its Leagues, Cup play, 
Friendly matches and Practice Mode. 
Unlike in some previous soccer games for 
GBC, you can actually see the ball, and you 
should be able to see the game by May. 

The Men in Black are back in Crave’s 
MIB2. The world’s favorite alien police— 
agents K and J—have eight missions 
ahead of them, and the fate of the planet 
lies in the balance. Play control has been 























greatly improved from last year's MIB title, 
making MIB2 a fast-paced side-scroller with 
a lot of potential. 

Midways series of down-home action 
games continues with Toobin’—a racer 
that puts players in an innertube on a river 
full of items and hazards. It’s a new take on 
racing games, and it might be worth a look 
this April when it’s released. 

Apparently the next big thing that came to 
mind at Interplay was a Game Boy Color 
game based on the movie, Casper the 
Friendly Ghost. Although this idea may 
seem about as substantial as the sheet- 
shrouded star, it’s actually a fun little action 
vehicle with excellent sound and a lot of 
exploration. Casper is the user-friendliest 
ghost we know. 

N6V Flash 

Activision has announced that Tony Hawk 2 
for the N64 is already in development. The 
second awesome boarder should be ready by 
the holidays. Tony 2 will join a super Activi¬ 
sion lineup that also includes Spider-Man 
and possibly two X-Men games. Over at Ubi 
Soft, the French software company also 
obtained rights for the VIP television series. 
In other news, Pak Watch has learned that 
3DO is well into development on a second 
Sarge’s Heroes game. Army Men: Sarge’s 
Heroes 2 involves more of the characters 
from Sarge’s squad. At Acclaim, EC W: Anar¬ 
chy Ruiz, the second N64 ECW title, is due 
out this September. Finally, let’s round 
things out with a look at Midway’s N64 
lineup for 2000. Midway will open its fall 
campaign with NFL Blitz 2001 and Rush 
2049. The word on Rush is that the cars will 
have wings. Following them will be Ready 2 
Rumble 2 and NBA Showtime 2000. The 
final game, Cruisin’ Exotica, doesn’t have a 
date nailed down, but it’s on its way. 




















Coming Next Issue... 
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Grab your helmet, 'cause Excitebike 64 is revving.. 
to go! The premier motorcycle racing game from 
the NES days is making its 64-bit debut, complete with the dirt¬ 
thrashing racing action and track-editing extras that made it 
famous. This all-new 3-D motorcycle racer is ready to jump into your 
living room, and if you want to be ready for it, you'll have to read our 
stunt-sticking, obstacle-dodging, pack-leading coverage in May. 

IrTiWtS&T 




Joanna Dark doesn’t play wet 
with others — or does she? Find 
out next month when our top 
agents uncover the secrets 
within Perfect Dark’s mon¬ 
ster multiplayer modes. 


IBERMAN 64: THE 

SECOND ATTACK 

f||| This is one explosive situation — 
Bomberman is back for a second 
attack! We’ll cover the Bomber- 
man bases, from the adventure 
mode to the four-player battle 
mode in May. It’s sure to be a blast. 



- ir 


GAMS BOY GALA 


Come along with Nintendo 
Power as we dig up the treasures 
hidden inside the very first Tomb 
Raider game for a Nintendo sys¬ 
tem. Lara, meet Game Boy Color! 

We’re spying inside the Metal Gear 
Solid Pak to bring you a close look 
at this new sneak-and-diehard 
thrilller for Game Boy Color. Be 
here in May for a full report. 
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6 futuristic racecars. 


6 alien worlds to race 
upon, each with its own 
dangers and geo-effects. 


3 modes of racing, 
including a secret 
"Survival" mode, where 
the only secret is how to 
stay alive. 


Special power-ups to 
upgrade vehicle 
performance. 


Outrageous obstacles, 
including alien spiders 
and metal drills. 


Put adventure into overdrive, as you captain a futuristic vehicle, and race through 
six alien worlds to face-off in a battle of wills, thrills, chills and spills. Take on 
opposing high-tech vehicles, obstacles and obstructions - all as you approach a 
final showdown against multiple-bosses in a good 'ol game of bumper cars, minus 


Metro3D, Inc. 
www.metro3d.com 










NP BACK ISSUES 

These Nintendo Power issues are available individually. Add 
them to your collection! Features in each issue are listed below. 

Use the Back Issue/Tip Book Order Form in this issue to order 

Service department at1-800-255-3700 to order by phone with Visa 
or MasterCard. 

Volume 130 (Mar. ‘00): Pokemon Stadium, HydroThunder, South 
Park Rally, Brunswick Circuit Pro Bowling, Rally Challenge 2000 , 
Nuclear Strike 64, Blaster Master (GB), Rayman (GB), Perfect 
Dark, Ogre Battle Preview, Tomb Raider Preview (GB), 1999 NP 
Awards Nominations, Funtastic Series Colored Consoles. 




CO NINTENDO POWER 


PlAYYOUR 
CARPS RIGHT! 



Advanced deck-building tips, tricks and strategies, including card combos 

Strategics for defeating every last Club Master— 
and winning the legendary Pokemon Cards 

Available at your Hintendo retailer or call: 

Super Power Supplies 

1 - 800 - 882-0053 





















Hurricane and Gravity! 

Survival, king & 

Knights , Battle Royal, Key Trial, and Score 
Attack 

li'nmJiViT^can battle on mFillTR-flWnk 


Five Battle Modes 









let the plundering begi 
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Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 

People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www.retromags.com 


We are only interested in preserving classic magazines 
that are at least 5 years out of print. 

We have no desire or intention to profit from these in any way. 

So please, if you come across people trying to sell these releases, don't support them! 


Thank You and ENJOY! 
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